Student disengagement: is technology the problem or the solution?
students' perceptions of self-efficacy and competence are low, they are more likely to passively disengage, more likely to contribute poorly to learning tasks, showing low vitality and disinterest and complete the cycle by producing lower results or simply dropping out. Self-determination theory (Deci, 1971 ) underpins this idea, especially the needs for competence and autonomy, and the interplay between behavioural, cognitive and emotional aspects of engagement are evident. Learning technology, particularly pedagogic designs which use digital tools to encourage feedback on achievement and promote interest and peer working, could help here. As suggested by Eccles (2016, p. 72 ), if we wish to improve engagement this would require an integrated approach to concentration, interest and enjoyment. And that is just what is prescribed in games-based learning according to Hamari et al. (2016) . They consider that engagement is closely associated with flow and involves complete absorption in a task, leaving no room for distractions (p. 171). So we begin to see a sense in which learning technology becomes part of the solution rather than the problem of student disengagement. If we can use such tools to increase academic challenge, learning with peers, relationships and communication with faculty and a learning environment which fits digitally engaged learners, we stand a chance of reducing passive disengagement, and ultimately tackling attendance, albeit virtual attendance some of the time.
The papers in this issue demonstrate a range of ways to enhance student engagement through the use of learning technology. These include game-based learning, collaborative peer learning, adaptive learning and enquiry-based learning and aim to tackle self-enhancement and the needs of low achievers in relation to the competence and autonomy needs of learners. These examples relate directly to the pressing need to address student disengagement, using pedagogic and psychological concepts to drive the use of learning technology.
